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Shark Modeling

In this tutorial, we’ll model and texture a shark as shown above. Open Blender.

Background Image:

We will use a background image as a guide to modeling our shark. This image file called
SharkBackground.png can be downloaded HERE.

Before we can add a background image file to the Background Image tool we must first
add the image to the UV editor

Click on the Editor Type button in the lower left corner of the 3D Editor Viewport
Header and select UV Image Editor.
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This will open Blender’s UV Image Editor. Click on the Image Button in the UV Editor
Header and select “Open”.




This will open Blenders file Browser. Locate the SharkBackground.png file, select it and
press on the Open Image button.

| Usersinhirsig/Desktop/SharkModeling/
| SharkBackground.png
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(# SharkBackground.png 92 KB

This will place the SharkBackground.png image into the UV Editor.

Now we will add the image to the Background Images Panel.

Click on the Editor Type button in the lower left corner of the UV Image Editor Header
and select 3D View.
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To incorporate this image into our Blender scene open up the right properties panel of the
3D Editor by clicking on the plus (+) in the upper right corner of the 3D view port or
press the NKEY

Scroll down to the Background Images Panel and click on the “Add Image” button.

Multitexture

Add a new background image
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Click on the Browse ID Data button located to the left of the open button.

Browse ID data
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This will add the SharkBackground.png image file to the background image tool and it
will be listed in the Background Images panel.



Note that at this point the “Background Images” panel is a bit grayed out. This is because
we have not yet activated the Background Image tool. Place a checkmark into the
checkbox to the left of the Background Image panel name (by clicking on it). This will
active the tool.
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This will display the Background Image panel on your display. To see the background
image go to front orthographic view (NUMPAD-1)

NOTE: BACKGROND IMAGES ONLY DISPLAY WHEN IN ORTHOGRAPHIC
PROJECTION MODE. IF YOU IN PERSPECTIVE MODE, PRESS (NUMPAD-5) TO
GO INTO ORTHOGRAPHIC PROJECTION MODE.



The background image will not render. It is used only as a guide.

Let’s lower the Opacity of this background image to .4
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We will be using this background image as a modeling guide in Front view only. By
default the image will be displayed in all orthographic views. Click on the Views
dropdown box and select Front view.
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We will use the Default Cube Object for this tutorial. Go to Front View (NUMPAD -1).



Select the cube if not already selected. In the Transform Properties Panel name this object
“Shark” and set the Scale X to .5

XYZ Euler

Go to Wireframe (ZKEY). Use the blue and red Transform widget arrows to move the
shark object to the edge of the shark tail as shown below.



TAB to Edit Mode. Press the AKEY to deselect the vertices. Press the BKEY (box select)
and select the row of vertices on the right.

Press the EKEY (Extrude), followed by the XKEY, followed by 1. Left-Click to set. This
will extrude the shark object one Blender unit to the right along the X-axis.
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Press the EKEY (Extrude), X and 1. Left-Click to set. This will extrude the vertices 1
Blender unit to the right again as shown.
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Repeat this process until you have 8 segments of extrusion as shown below.



With the final right set of vertices still selected, use the red Transform Widget arrow to
move them to the left positioning them at the tip of the shark’s nose as shown below.

Rotate your display view to see it more dimensionally.



Switch to Front View (NUMPAD-1). Press the AKEY to deselect the vertices. Press the
BKEY (box select). And select the far left set of vertices.



Press the SKEY (Scale) and scale them down to the size of the shark image behind them
and use the blue Transform Widget arrow (if needed) to position them.



Press the AKEY to deselect the vertices. Press the BKEY (Box Select) and select the
second set of vertices, scale them and then position them as shown.



Repeat this process for all of the sets of vertices. (You may want to zoom in to get a
better view)

NOTE: MAKE SURE YOU USE THE SCALE TOOL AND THEN POSITION

INSTEAD OF JUST POSITIONING THE VERTICE GROUPS. Look at the shark object
dimensionally. It should look like this.



Save your file.

Switch to top view (NUMPAD-7). Press the ZKEY to enter shading mode. We want to
create a new face in the center of the shark’s back to extrude the top fin. Press the AKEY
to deselect the vertices.

Go to Edge Select Mode (CTRL-TAB) select “edge”.

Box select the 2 edges on the top of the shark where the fin will be located as shown
below.




Note: We made this selection in Shaded Mode with the Limited Selection button
activated (by default) so that we select only the edges on the top of the shark and not the
bottom edges as well.
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Limit selection to visible (clipped with depth buffer)

A box select in wireframe mode select the vertices, edges or faces behind the visible
selection as well.

Zoom in a bit on this area. Click on the Knife tool in the tool panel on the left.

Cut new topology

Shortcut: k

Your curser will turn into a knife shape. Move your cursor to the left of the selected
edges. Left-Click and drag a knife cut through the two edges. Then, Left-Click again.
This will result in line cutting through the 2 edges as seen below.



To confirm this cut, press ENTER or click the SPACEBAR. There will now be a new
edge between the selected edges.

Select the 2 lower edges as shown below.
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Press the Knife tool button again and make another knife cut across these two edges.
(left-click to set and ENTER to confirm)



Go to Vertex Select Mode (CTRL-TAB). Press the AKEY to deselect any edges Now
move the newly made edges so that they sort of line up in the center giving us a face that
we can later extrude to make the sharks top fin.

We now have a face to extrude for the top fin. Press the AKEY to deselect the edges. Go
to vertex select (CTRL-TAB). Box select the 4 vertices that make up the new face as
shown below.
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Switch to Front View. Press the EKEY (Extrude) and Extrude the face up a little bit as
shown below.
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Press the EKEY (Extrude) again and Extrude the face up a as shown below.



Press the ZKEY to go back to Wireframe view. Press the AKEY to deselect the
vertices. Box select the vertex groups and move them (GKEY) as shown below. Make
sure you use box select (BKEY) so that you are selecting the hidden vertices as well.




Save your Blend file.

Go to front view. Focus in on the tail area. Box select the leftmost group of vertices and
extrude them to the left as shown below.



Switch to side view (NUMPAD-3). Press the SKEY (Scale) then press the Y KEY and
scale the vertices along the Y axis as shown below.



Switch to top view (NUMPAD-7). Press the AKEY to deselect the vertices. Press the
ZKEY to Shaded Mode. Box select the top vertices on the tail only as shown.




Switch to front view. Press the ZKEY to switch back to wireframe mode. Press the
EKEY (Extrude) and region extrude the vertices up as shown below.

Press the AKEY to deselect the vertices. Box select the 2 groups of top vertices
individually and move them (GKEY) as shown below.



Box Select the top vertices, extrude them (EKEY)) then reposition the vertices as shown
below.



Box Select the top vertices, extrude them again and reposition the vertices as shown
below.



Repeat this process on the bottom forming the complete tail.






Save your Blend file.

We will now model the shark’s side fins. Switch to front view. Press the ZKEY to enter
shaded mode. Press the AKEY so no vertices are selected. Go to Edge Select (CTRL-
TAB).

Select the 2 edges that will hold the shark’s right side fin as shown below.

As we did on the top fin we will need to knife divide this face to create the vertices to
extrude. Press the Knife button tool in the left tool panel.



Cut new topology

Your curser will turn into a knife shape. Move your cursor to the left of the selected
edges. Left-Click and drag a knife cut through the two edges. Then, Left-Click again.
This will result in line cutting through the 2 edges as seen below.




Press ENTER or SPACEBAR to confirm the knife cut.

Select the 2 lower edges. Press the Knife tool button again and make another knife cut a
bit lower than the first. Left-Click to set and ENTER to confirm.



Press the AKEY to deselect the edges. Go to Faces select mode (CTRL-TAB). Select the
new face as shown below.

Press the ZKEY to return to Wireframe Mode. Switch to top view. Press the EKEY
(Extrude) and region extrude the vertices out a bit as shown below.



Press the EKEY (Extrude) again and extrude out as shown below.

Press the EKEY (Extrude) again and extrude out as shown below.



Press the AKEY to deselect the face. Go to vertex select mode (CTRL-TAB). Box Select
the individual groups of vertices and move them as shown below.



Box select the end vertices. Switch to front view. With the fin end vertices still selected
move them down a bit as shown.



Look at the shark model dimensionally.



We now need to add a fin on the other side of the shark. Go to Shaded Mode. Go to Back
View (CTRL-NUMPAD-1). Go to Edge Select Mode (CTRL-TAB). Select the 2 edges
between which the other side fin will be modeled as shown below.

Press the Knife tool on the tool panel on the left.
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Cut new topology

Shortcut: §

Your curser will turn into a knife shape. Move your cursor to the left of the selected
edges. Left-Click and drag a knife cut through the two edges. Then, Left-Click again.
Press Enter (or Spacebar) to confirm cut.

This will result in line cutting through the 2 edges as seen below.



Select the 2 lower edges. Press the KNIFE button in the left tool panel again and make a
second knife cut lower down as shown below.



Go to Face select mode. Select the new face we made by the knife cuts.



Go to top view. Extrude the face 3 times as we did on the other side fin. The go to Vertex
select mode and wireframe and adjust the positions of the vertices (make sure to box
select) to create a fin just as we did on the other side.



Remember to grab the end vertices and drag them down a bit as we did on the other fin.



Go to solid shaded mode and rotate your display to see your model more dimensionally.



Save your Blend file.

Go to the properties panel and uncheck the Background images checkbox. We no longer
need to use the background image.



Go to wireframe. Switch to front view. Go to vertex select mode. Box Select the group
of vertices near the shark’s mouth as shown.



Press the GKEY and move the vertices back and down a bit as shown below.

Use the Box Select to ADD the bottom vertices to the selection as shown.



Note: in effect we have selected the face of the bottom of the mouth.



(back to front view) With these vertices selected press the EKEY and extrude the bottom
of the mouth as shown below.



Press the AKEY to deselect the vertices. Box select the top group of vertices. Grab and
move the vertices as shown.



Grab the bottom vertices and move them as shown below.



Press the ZKEY to shift to Shaded Mode. Switch to side view (NUMPAD-3). With the
last vertices group still selected scale the vertices down a bit as shown.



Press the AKEY to deselect the vertices and select the two vertices above them (top of
the mouth. Scale these vertices down a bit as shown.



Deselect the vertices. Save your file.

TAB out of Edit Mode. Next we will add a subsurface modifier to the shark object,
which will smooth out the rough faces.



Select the shark object. Click on the Object Modifiers button in the Properties editor.

Image Editor

Click Add Modifier and select the subdivision surface modifier.
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Under subdivisions choose 4 for view and 4 for render.



Add Modifier

Simple
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In the tools panel on the left press the “Smooth” button.

We will now add some spheres to serve as the shark’s eyes. Switch to front view. Place
your 3D cursor somewhere above the shark object. Press SHIFT-A / Mesh / UV Sphere
(32 Segments and Rings). Scale the eye down quite a bit. Using front and side view (and
your trasform widget) move the sphere so it is partially outside the sharks body in the eye
position as seen below.



Name this object Right Eye. In the Tools panel on the left, press the Smooth button.

Go to Side View. With the right eye object selected press SHIFT-D (Duplicate) and move
the duplicate eye to the correct position.



Name this duplicate eye Left Eye.



Save your file.
Materials:

Select the Right Eye object. In the Properties Editor, select Materials.

Add Modifier

Press the New button and name the material “Shark Eyes”
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Unique datablock ID name Halo

Click on the Diffuse color swatch and set the R,G, and B controls to “0” creating a black
diffuse color.
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Volume Halo

In the Specular panel, set the Hardness to 321. This will give the eyes a more shiny
highlight.
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Hardness: 321 »

How hard (sharp) the specular reflection is

Select the Left Eye object. Select the Materials button. Click “New”.

Click on the ”Browse Material To Be Linked” button to the left of the default material
name.

Browse Material to be linked Volume

Select the Shark Eyes Material.
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The left eye object now has the same material as the right eye object.
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Select the shark object. Select the materials button. Select “New”.

Name this material “Shark Top”
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Unique datablock ID name Hal

Click on the Diffuse color swatch. Set the controls to R=.055, B=.189 and G=.254
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Volume

This will give the shark a dark bluish green color.

Our shark will have a dark upper body color and a light under body color.



Since we used the first material slot, the color was applied to the whole shark object. We
will add a new material slot and assign a new material to just the lower faces of the shark
object.

Click on the Plus sign as shown below to create a new material slot.
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Unique datablock ID name

Note that what we are doing here is applying two materials to the same object.

Switch to bottom view (CTRL-1). TAB into edit mode. Go to Face select mode. Make
sure you are in solid shading mode (not wireframe).

Make sure the shark bottom material channel is selected. Select the bottom shark faces as
shown below



Notice that in the materials editor we now have 3 new buttons (Assign / Select /
Deselect).

With the bottom shark faces selected, and the shark bottom material channel
selected, click on the Assign button then click on Deselect.

The bottom selected faces of the shark are now the default diffuse color.



The shark now has a two-toned body.



Parenting:

Select the two shark object eyes. THEN, holding your SHIFT key down, add the shark
object. Then press CTRL-P (Parent). Select Parent to Object.

Set the object's parenting




The shark eye objects are now parented to the shark object. Deselect all. Notice that if
you now select the shark and move it or rotate it, the eye object will follow.

Set Object Origin:

Select the shark object. Press the Origin button in the left Tool Panel.

Choose set origin to geometry.
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This will center the object’s origin point (and pivot point) to the center of the shark
object.

Save your Blender file.

Camera:

Press CTRL-5 (Perspective view) Adjust your display of the shark to a nice view of the
object centered in the 3D viewport.



Press CTRL-ALT-NUMPAD-0 This will align the Blender camera to your view. (Note:
you may have to adjust the position of the view or the object to get it centered the way
you want it. — you can always press CTRL-ALT-NUMPAD-1 to reset the camera
alignment.)




Lighting:

Go to top view (NUMPAD-7). Place your 3D cursor as shown below.

Press SHIFT-A and add another point lamp to the scene.
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Go to front view. Move the point lamp up to about the level of the other point lamp.



Render Image:

In the top menu click Render / Render Image. The UV Editor window will open and the
image will be rendered.



Press ESC (Escape KEY) to return to the 3D Editor.

Note. You may want to reposition the lamps or the object or the camera to get the render
image you are looking for.

Here I added another point lamp far underneath the shark object.




Render an Image File:

Once you have the rendered effect that you want. Press Render / Render Image.
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This renders the image in the UV Editor.
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In the UV Image Editor, Click on the Image button and select “Save As Image”.
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This brings up Blender’s file locater. Select your desktop (or whatever folder you want to
sane the image file) and name the file Shark.png (we will save this as a .png image file.
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Click on “Save As Image”

Execute SEI ected file

Shortcut: Return

This will create an image file (.png) of the shark render and place it on your desktop (or
wherever you saved it).

Save your Blend file.

A _completed copy of this tutorial named “Shark Modeling Complete.blend” is located

HERE



http://gryllus.net/Blender/3D.html

